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Soul Reaper 

Unlike most beings in this world, who are only aware of their own 
plane of existence, you are constantly aware of another world that 
exists in conjunction with our own... the world of the dead. A 
spiritually aware warrior, you use the power of your soul to fight 
against spiritual threats to the world of mortals, and other evils. 


You must have a Dexterity, Strength, or Intelligence score of 13 or higher in 
order to multiclass in or out of this class. 


+2 Fighting Style, Spiritual Awareness, 1d100 


Spiritual Pressure 


+2 - 1d20 


+2 Military Designation, Regular Reaper 1d20 
(Optional), Flash Step 


+2 Ability Score Improvement, Martial 1d20 
Versatility (Optional) 
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Zanpakuto, Kido, Extra Attack 


Ability Score Improvement 


Military Designation feature, 


Spiritual Imbuement 


Ability Score Improvement, Martial 


Versatility (Optional) 


Shikai 


Military Designation feature 


Hell Butterfly 


Ability Score Improvement, Martial 


Versatility (Optional) 
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Ability Score Improvement, Martial 
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+6 Bankai, Empowered Kido 3d20 


+6 Military Designation feature 3d20 


+6 Ability Score Improvement, Martial 3d20 
Versatility (Optional) 


+6 The Blade and You 3d20 


Class Features 

As a soul reaper, you gain the following class features. 
Hit Points 

Hit Dice: 1d10 per soul reaper level 

Hit Points at 1st Level: 10 + your Constitution modifier 


Hit Points at Higher Levels: 1d10 (or 6) + your Constitution modifier per soul reaper level 
after 1st 


Proficiencies 

Armor: All soul robes 

Weapons: Soul weapons, simple weapons, martial weapons 
Tools: None 

Saving Throws: Strength, Constitution 


Skills: Choose two skills from Acrobatics, Medicine, Athletics, History, Insight, Intimidation, 
Perception, and Religion 


Equipment 


a shihakusho 

an asauchi 

one simple weapon of your choice 
(a) a priest’s pack or (b) a healer’s kit 


Fighting Style 


You adopt a particular style of fighting as your specialty. Choose one of the following 
options. You can't take a Fighting Style option more than once, even if you later get to 
choose again. 


Defense. While you are wearing armor, you gain a +1 bonus to AC. 
Dueling. When you are wielding a melee weapon in one hand and no other 
weapons, you gain a +2 bonus to damage rolls with that weapon. 

e Great Weapon Fighting. When you roll a 1 or 2 on a damage die for an attack you 
make with a melee weapon that you are wielding with two hands, you can reroll the 
die and must use the new roll, even if the new roll is a 1 or a 2. The weapon must 
have the two-handed or versatile property for you to gain this benefit. 

e Thrown Weapon Fighting. You can draw a weapon that has the thrown property as 
part of the attack you make with the weapon. In addition, when you hit with a 
ranged attack using a thrown weapon, you gain a +2 bonus to the damage roll. 

e@ Two-Weapon Fighting. When you engage in two-weapon fighting, you can add your 
ability modifier to the damage of the second attack. 

e Unarmed Fighting. Your unarmed strikes can deal bludgeoning damage equal to 1d6 
+ your Strength modifier on a hit. If you aren't wielding any weapons or a shield 
when you make the attack roll, the d6 becomes a d8. At the start of each of your 
turns, you can deal 1d4 bludgeoning damage to one creature grappled by you. 


Spiritual Awareness 


Ever since you can remember yourself, you have been spiritually aware, capable of seeing 
and hearing glimpses of spirits of the dead, roaming the mortal plane. Now that you have 
awoken to a fraction of the powers of a soul reaper, you can see them at all times, constantly 
aware of their existence around you, even if others are not. 


You can see into and interact with the ethereal plane. Additionally, you can see, hear and 
talk to ghosts and spirits that occupy the same plane of existence as you (your range is still 
the same as with living beings). You have advantage on all perception (Wisdom) checks 
made to sense ghosts and spirits around you. If a ghost or spirit attempts to sneak up on you 
by beating your passive perception (Wisdom) with their stealth (Dexterity) skill, they make 
that skill check with disadvantage. 


Additionally, if you use your Asauchi to attack a creature this feature allows you to see and 
converse with, you can ignore any resistances that creature might have to attacks and 
damage that pertain to your Asauchi, and treat immunities as resistances instead. 


Spiritual Pressure 


Starting from 1st level, the spiritual energy inside your body grows strong enough to be 
used, allowing you to exert it as a physical pressure on your environment. Your spiritual 
pressure is represented by a number of spiritual pressure points. The number of spiritual 
pressure points you have at 1st level equals a roll of 1d100 times 3, and the number of 
spiritual pressure points you have increases every time you gain a level in this class, by the 
amount shown in the Spiritual Pressure column of the Soul Reaper table. 


You spend these points to fuel various spiritual pressure features. You start knowing two 
such features: Pressure Exertion, and Soul Detection. You learn more spiritual pressure 
features as you gain levels in this class. 


When you spend a spiritual pressure point, it is unavailable until you finish a short or long 
rest, and you regain half your maximum spiritual pressure points (rounded up) at the end of 
a short rest, and all of your expended spiritual pressure points at the end of a long rest. 


Some of your spiritual pressure features require your target to make a saving throw to resist 
the feature's effects. The saving throw DC is calculated as follows: 


Spiritual Pressure save DC = 8 + your proficiency bonus + your Constitution modifier 


e Pressure Exertion. You can spend 25 spiritual pressure points to exert your spiritual 
pressure on your surroundings as an action. All creatures of your choice in a 20-foot 
radius must make a Wisdom saving throw against your spiritual pressure DC. Ona 
failed save, they become frightened of you for 1 minute. You can also spend 25 
additional spiritual pressure points. If you do, all creatures of your choice in a 40-foot 
radius must make two Wisdom saving throws and take the lower roll. On a failed 
save, they become frightened of you for 1 minute. On a roll of 1, they are instantly 
knocked unconscious. When you reach 9th level in this class, you can use this feature 
as a bonus action. 

e Soul Detection. You can spend 15 spiritual pressure points as a reaction to sense the 
souls of all creatures in a 60-foot radius that have spiritual energy (up to DM 
discretion unless stated otherwise). You know what that creature’s level is (if it has 
one), and you have advantage on all saving throws made against them until the start 
of your next turn (you can only gain this benefit twice per long rest). 


Military Designation 


At 3rd level, you set your sights on one side of the Soul Reaper military. Whether it be your 
own ambitions, or an enlisted member finding promising potential in you, you have a path in 
mind that you wish to fully go down once you obtain your Zanpakuto, preparing yourself for 
it until then. Choose a military designation that you aspire and train for, in hopes of 


achieving it. The military designation you choose grants you features at 3rd level and again 
at 7th, 10th, 15th, and 18th level. 


e Seated Officer 
e Stealth Force 
e Kido Corps 


Regular Reaper (Optional) 


Unlike your peers, you lack any real specialty or expertise in anything. You are a regular soul 
reaper, with no unique or outstanding feats to your name. 


When you reach 3rd level, you can choose to take this feature instead of picking a military 
designation. If you do so, you do not get a military designation, or any features you would 
normally obtain from a military designation. 


If you choose this feature at 3rd level, you can increase one ability score of your choice by 2 
points, or two ability scores of your choice by 1 point each. Additionally, at 7th level, 10th 
level, 15th level and 18th level, you can increase one ability score of your choice by 1 point. 
You can increase an ability score above 20 using this feature. If you increase an ability score 
to above 20 using this feature, whenever you gain an ability score improvement from this 
class, or any other class, you can continue increasing that ability score, regardless of the 
usual rules of the ability score improvement feature. 


At any level in this class where you would obtain this feature again, you can forgo taking it 
and take a feat instead, just like you would do with the ability score improvement feature 
using the optional feats rule. 


Flash Step 


Starting at 3rd level, you can use your spiritual energy to grant yourself a burst of 
superhuman speed. You can spend 15 spiritual pressure points to take a bonus action on 
each of your turns in combat. This bonus action can be used only to take the Dash action. 


Additionally, starting from 7th level, whenever you take the Dash action, your movement 
speed is tripled instead of doubled. 


Ability Score Improvement 


When you reach 4th level, and again at 6th, 8th, 12th, 16th, and 19th level, you can increase 
one ability score of your choice by 2, or you can increase two ability scores of your choice by 
1. As normal, you can't increase an ability score above 20 using this feature. 


Martial Versatility (Optional) 


Whenever you reach a level in this class that grants the Ability Score Improvement feature, 
you can replace a fighting style you know with another fighting style available to soul 
reapers. 


Zanpakuto 


At 5th level, you have spent enough time with your Asauchi, pouring your spiritual energy 
and soul into it that you have transformed it into a Zanpakuto, a name-bearing blade 
engraved with the essence of your very soul. 


Your Asauchi becomes a Zanpakuto. Its appearance is determined by you when you first 
obtain this feature. Your Zanpakuto will never hurt you, no matter what. Additionally, if it is 
destroyed, you can restore it to a fixed state by taking a long rest, during which you must 
spend at least half of it pouring your spiritual energy back into your Zanpakuto, and 
meditating with it. 


Any soul reaper features from previous levels that applied to your Asauchi now apply to your 
Zanpakuto instead. Any military designation features from previous levels that applied to 
your Asauchi now apply to your Zanpakuto. 


For any additional information about your Zanpakuto, please refer to the Zanpakuto weapon 
stats. 


Kido 


Starting at 5th level, you have started experimenting with the alternative combat method of 
soul reapers, kido - a type of spells that are cast using your spiritual pressure instead of spell 
slots. 


Your spellcasting ability for your kido spells is Constitution, and you are proficient in casting 
kido spells. You use your own body as a spellcasting focus for all your kido spells. Some of 
your kido spells require your target to make a saving throw to resist the spell's effects. You 
use your Spiritual Pressure Save DC when setting the saving throw for your Kido spells. 


All Kido spells cost 15 spiritual pressure points times the first digit of the spell's number to 
cast (example: Hado #33 costs 45 spiritual pressure points, Bakudo #61 costs 90 spiritual 
pressure points). Spells with only a single digit in their spell number are treated as if their 
spell number was 10 for the purpose of calculating the spiritual pressure points cost when 
casting. You can cast the spell at a higher first digit. You can only increase the first digit by an 


amount up to your proficiency bonus, and you cannot increase it higher than nine. 
Regardless of how you cast the spell, you must still pay the spiritual pressure points cost. 


At 5th level, you know the following kido spells: 


e@ Bakudo #1 - you can use an action on your turn to cast Sai targeting one creature you 
see in range. 

e@ Hado #4 - you can use an action on your turn to cast Byakurai targeting a creature 
you see in range. 


You learn additional kido spells at 13th level, and again at 17th level. You can cast kido spells 
as many times as you want per day, so long as you still have the spiritual pressure points to 
cast them. 


Extra Attack 


Starting at 5th level, you can attack twice, instead of once, whenever you take the Attack 
action on your turn. 


Spiritual Imbuement 


Starting at 7th level, you have begun imbuing your spiritual pressure into your Zanpakuto 
during combat, to empower your slashes. 


Your Zanpakuto is now considered magical for the purpose of overcoming resistance and 
immunity to nonmagical attacks and damage. 


Shikai 
Starting at 9th level, your bond with your Zanpakuto has grown close enough that the spirit 
inside was willing to converse with you, teaching you its name, and its powers. 


When you first obtain this feature at 9th level, choose a name and activation command for 
your Zanpakuto. Additionally, choose two benefits from the following list that will be granted 
to your Zanpakuto whenever you activate Shikai. 


e Transformation - Your Zanpakuto is transformed into a different simple or martial 
melee weapon of your choice, receiving that weapon's damage, weight and 
properties (the weapon is still considered a Zanpakuto for the sake of soul reaper 
features). 

e Alteration - Your Zanpakuto receives two properties of your choice, from either the 
reach property, light property, finesse property, or thrown property (minimum range 


equaling three times your movement speed, maximum range equaling six times your 
movement speed). 

e Duplication - You conjure a second copy of your Zanpakuto in your free hand. You 
can wield both Zanpakutos in both hands and use the additional one to make an 
attack as a bonus action, regardless of any properties your Zanpakuto may have. 

e Enhancement - Pick a damage type from Fire, Cold, Thunder, Lightning, Poison or 
Acid. Whenever you make an attack with your Zanpakuto, roll an additional 1d6 
damage of the type you chose. The damage increases to 2d6 at 12th level, and 3d6 at 
15th level. 

e@ Manipulation - Pick one 1st- or 2nd-level spell from any spell list. The spell must have 
a casting time of one action or bonus action, and cannot be a healing spell. It is 
engraved into your Zanpakuto. On your turn, when you take the Attack action, you 
can spend a number of spiritual pressure points equal to the level of the spell you 
chose for this feature times 15 - if you do, replace one of your attacks this turn with a 
casting of that spell, using your Zanpakuto as the spellcasting focus. You can cast the 
spell at a higher level by spending a number of spiritual pressure points equal to that 
level times 15. (Spells cast by the manipulation feature that require making a saving 
throw use your Spiritual Pressure Save DC) 


During your turn, you can use a bonus action to spend a sixth of your maximum spiritual 
pressure points (rounded up), and activate Shikai. Once you do, the benefits you chose for 
your Zanpakuto from the list above when you first reached 9th level are granted for the 
duration of your Shikai. In addition, your Zanpakuto also gets the following benefits for the 
duration of the Shikai: 


e It gains a +1 bonus to attack and damage rolls. 
e It deals 1d6 force damage, in addition to its usual damage. 


Your Shikai lasts for 2 minutes, after which, it turns back into your regular Zanpakuto. You 
can use a bonus action to dismiss it, and it ends early if you are knocked unconscious. You 
can activate Shikai as many times as you want per day, provided you have the spiritual 
pressure points to do so. 


Hell Butterfly 


Starting at 11th level, you go back to the organization where you trained to become a soul 
reaper, and receive a gift from one of the higher ups there - a hell butterfly, a small being 
who assists soul reapers in communication and travel. 


You can cast the sending spell without expending material components, however, the target 
must be another soul reaper whose name and face you know. You can only do this a number 
of times equal to your Constitution modifier. You regain all expended uses when you finish a 
short or long rest. 


Additionally, once per long rest, you can spend half your maximum spiritual pressure points 
(rounded up) to cast the plane shift spell, without expending material components, by using 
your Zanpakuto to cut an opening in space. If you do not currently have your Hell Butterfly 
on you for whatever reason, and you attempt to use this feature to cast the plane shift spell, 
roll a d100 - on a roll of 50 or lower, the spell fails, and your use of this feature is wasted. 


Advanced Kido 


At 13th level, you learn two additional kido spells you can cast. The spells you learn are the 
following: 


e@ Hado #31 - you can use an action on your turn to cast Shakkaho targeting a creature 
you see in range. 

e@ Hado #33 - you can use an action on your turn to cast Sokatsui targeting one creature 
you see in range. 


Bankai 


Starting at 17th level, your bond with your Zanpakuto has reached its peak, the spirit inside 
accepting you as its master and telling you its true name, bestowing its true power upon 
you. 


When you first obtain this feature at 17th level, choose a name for your Bankai. Choose a 
simple or martial melee weapon - your Zanpakuto becomes that weapon for the duration of 
your Bankai, receiving that weapon's damage, weight and properties for the duration (the 
weapon is still considered a Zanpakuto for the sake of soul reaper features). In addition, 
choose one benefit from the following list, that you have not already chosen for your Shikai. 
That benefit, alongside the benefits you chose for your Shikai, will be granted to your 
Zanpakuto whenever you activate Bankai. 


e Alteration - Your Zanpakuto receives two properties of your choice, from either the 
reach property, light property, finesse property, or thrown property (range equaling 
twice your movement speed/four times your movement speed). 

e@ Enhancement - Pick a damage type from Fire, Cold, Thunder, Lightning, Poison or 
Acid. Whenever you make an attack with your Zanpakuto, roll an additional 5d8 
damage of the type you chose. 

@ Manipulation - Pick one 7th-level or lower spell from any spell list (you cannot pick a 
cantrip). The spell must have a casting time of one action or bonus action, cannot be 
a healing spell, and cannot resurrect a dead creature. It is engraved into your 
Zanpakuto. On your turn, when you take the Attack action, you can spend a number 
of spiritual pressure points equal to the level of the spell you chose for this feature 


times 5 - if you do, replace one of your attacks this turn with a casting of that spell, 
without expending material components. You can cast the spell at a higher level by 
spending a number of spiritual pressure points equal to that level times 5. (Spells 
cast by the manipulation feature that require making a saving throw use your 
Spiritual Pressure Save DC) 


During your turn, if you do not currently have Shikai active, you can use a bonus action to 
spend a quarter of your maximum spiritual pressure points (rounded up), and activate 
Bankai. Once you do, the benefit you chose for your Zanpakuto from the list above when you 
first reached 17th level, and the ones you chose for your Zanpakuto when you first reached 
9th level, are granted to your Zanpakuto for the duration of your Bankai. In addition, your 
Zanpakuto also gets the following benefits for the duration of the Bankai: 


e It gains a +3 bonus to attack and damage rolls. 
e \t deals 3d6 force damage, in addition to its usual damage. 


Your Bankai lasts for 1 minute, after which, it turns back into your regular Zanpakuto. You 
can use a bonus action to dismiss it, and it ends early if you are knocked unconscious. You 
can activate Bankai as many times as you want per day, provided you have the spiritual 
pressure points to do so. 


Empowered Kido 
At 17th level, you learn one additional kido spell you can cast. You learn the following spell: 


e Bakudo #61 - you can use an action on your turn to cast RikujOkOro targeting a 
creature you see in range. 


The Blade and You 


At 20th level, you have achieved perfect sync with your Zanpakuto, truly understanding its 
nature, accepting it and yourself as being one - you are the blade, and the blade is you. 


Activating Shikai no longer costs any spiritual pressure points, and Bankai now only costs a 
sixth of your maximum spiritual pressure points instead of a quarter. You still need to spend 
spiritual pressure points to activate any features granted by Shikai or Bankai. 


Seated Officer 


With formidable spiritual pressure, you have been chosen to be a 
seated officer - a powerful soul reaper that bears a number from 3 
to 20 in a squad’s hierarchy. Strong and determined, you serve as an 
inspiration for your comrades, never backing down from a 
challenge. 


Combat Gear 


Beginning when you choose this designation at 3rd level, as a soul reaper who aspires to be 
a seated officer, you understand the importance of battle, and maintaining the quality of 
your gear. Due to that, you learn how to modify your gear, adjusting it to better serve you in 
battle. 


So long as you are wearing your Shihakusho, your AC equals 10 + your Dexterity modifier + 
your Constitution/Strength modifier (whichever is higher, your choice if tied) instead of 12 + 
your Dexterity modifier. You cannot use a shield. 


Improved Critical 


Also at 3rd level, your weapon attacks score a critical hit on a roll of 19 or 20. 


Powerful Imbuement 


At 7th level, you attempt to imbue your Zanpakuto with your spiritual pressure to empower 
it, however, you find your spiritual pressure almost overpowering the weapon, forcing you to 
adjust how you imbue it in order to fight appropriately with it. 


When you hit a creature with a weapon attack made with your Zanpakuto, you can spend a 
minimum of 30 spiritual pressure points to deal force damage to the target, in addition to 
the Zanpakuto's damage. The extra damage is 2d6 for 30 spiritual pressure points, plus 1d6 
for every additional 30 points, to a maximum of 5d6. The damage increases by 1d6 if the 
target is an undead or a hollow, to a maximum of 6d6. 


Lieutenant’s Shikai 


At 10th level, your overwhelming power as a soul reaper and spiritual pressure allow your 
promotion to the coveted position of Lieutenant, that power making it possible to further 
modify your Shikai, strengthening it to keep up with future battles and enemies. 


You can pick one additional feature from the Shikai benefit list from among the ones you 
haven't picked already, or you can pick one benefit from the following list to add to your 
Shikai. 


e@ Long Reach - Once per turn, you can spend 30 spiritual pressure points to elongate 
your Zanpakuto as a bonus action. If you do so, the attack range for all attacks you 
make with your Zanpakuto until the end of your turn is 40 feet instead of its normal 
range. 

e Piercing Blast - When you take the Attack action, you can spend 30 spiritual pressure 
points to replace one of your attacks with a spiritual pressure blast attack. You are 
proficient with this attack. Make a ranged weapon attack against a hostile creature 
you can see within 120 feet of you, using your Strength or Dexterity modifier for the 
attack and damage bonus. On a hit, the target creature takes 4d8 force damage. You 
can spend 60 spiritual pressure points instead. If you do, on a hit, the target creature 
takes 8d8 force damage instead. 

e Area Strike - When you take the Attack action, you can spend 45 spiritual pressure 
points to replace a minimum of one attack with an area attack. Every creature within 
a 25-foot radius of you must make a Dexterity saving throw against your spiritual 
pressure save DC, or be shredded by bladed fragments of your Zanpakuto. On a failed 
save, a creature in range takes 4d10 slashing damage, and receives a -2 penalty to its 
AC until the beginning of your next turn. On a successful save, a creature in range 
takes half damage, and suffers none of the attack’s additional effects. You can decide 
to replace more than one of your attacks with an area attack. If you do, when you 
make the area attack, its radius is increased by 25 feet and its damage is increased by 
2d10 slashing damage for every additional attack you replace. 


Superior Critical 


Starting at 15th level, your weapon attacks score a critical hit on a roll of 18-20. 


Captain Promotion 


At 18th level, your unmatched power combined with your nigh-immeasurable spiritual 
pressure has been recognized by the organization of soul reapers you belong to, enabling 
your promotion from a lieutenant, to the captain of your own squad, granting you the 
coveted title of captain. As a captain, your Bankai is leagues stronger than that of other soul 
reapers. 


You can pick one benefit from the following list to add to your Bankai when you activate it. 


e Overwhelming Might - Once per turn, when you hit a creature with a weapon attack 
using your Zanpakuto, or a Kido spell, when you roll damage for that weapon attack 
or Kido spell, you can spend a quarter of your maximum spiritual pressure points 
(rounded up) to deal maximum damage, instead of rolling. 

e Ineluctable Aim - Once per turn, when you target a creature with a weapon attack 
using your Zanpakuto, or a Kido spell that requires an attack roll, you can spend a 
quarter of your maximum spiritual pressure points (rounded up) to treat the result as 
a 20, instead of making an attack roll. 

e@ Unmatched Speed - Once per turn, as a bonus action, you can spend a quarter of 
your maximum spiritual pressure points (rounded up). This turn, when you take the 
Attack action, you can make up to four additional attacks, however, all the attacks 
must either be weapon attacks made with your Zanpakuto, or a usage of your 
Bankai's manipulation feature. 


You can only use the benefit you choose twice. You regain all expended uses when you finish 
a long rest. 


The Stealth Force 


The stealth force, also known as “onmitsukido”, are one of the 
possible roles a soul reaper can take upon themselves in the 
organization you joined. Tasked with covert ops and other dirty 
jobs, you specialize in stealth and staying in the shadows, doing 
whatever it takes to protect the organization from the inside. 


Bonus Proficiency 


At 3rd level, you gain proficiency with Dexterity saving throws, the Stealth skill, and thieves’ 
tools. Additionally, you obtain a set of thieves’ tools. 


Stealth Tactics 


Also at 3rd level, your aspirations to be a member of the stealth force prompts you to learn 
how to use your soul reaper abilities in ways that make you more subtle, and harder to strike 
back at. 


When you use your Flash Step feature, you can choose to either take the Dash action, Hide 
action, or Disengage action as a bonus action. Regardless of which option you chose, if you 
use the Flash Step feature, you have advantage on all Dexterity saving throws you make until 
the start of your next turn. 


Additionally, you can add half your proficiency bonus, rounded up, to your Initiative rolls. 


Invisible Strike 


At 7th level, taking into consideration your usual objectives as a member of the stealth force, 
you decide to experiment a bit with your battle strategy, in an attempt to turn the 
imbuement of spiritual pressure into your Zanpakuto into something more subtle. 


You can spend 30 spiritual pressure points as a bonus action to grant yourself advantage on 
all attacks you make until the start of your next turn. You can only do this a number of times 
equal to your Dexterity modifier. You regain all expended uses when you finish a short or 
long rest. 


Once per turn, you can deal an extra 4d6 damage to one creature you hit with an attack if 
you have advantage on the attack roll. The attack must use a finesse or ranged weapon. 
Additionally, if you make the attack with a Zanpakuto that deals additional damage of a type 
other than bludgeoning, piercing or slashing damage, and its damage is considered magical, 
the extra damage you deal is of that type, is considered magical, and receives all benefits 
your Zanpakuto receives from soul reaper and stealth force features. 


The amount of the extra damage increases as you gain levels in this class - 5d6 at 10th level, 
7d6 at 13th level, 8d6 at 16th level, and 10d6 at 20th level. 


Evasion 


Starting at 10th level, you can nimbly dodge out of the way of certain area effects, such as a 
Hollow's cero or an Ice Storm spell. When you are subjected to an effect that allows you to 

make a Dexterity saving throw to take only half damage, you instead take no damage if you 
succeed on the saving throw, and only half damage if you fail. 


Hoho Master 


Starting at 15th level, you master the art of HohO, a defensive fighting style that focuses on 
swift movement and staying light on your feet - a fighting style that members of the stealth 
force excel in. You gain a +1 bonus to your AC. Additionally, your movement speed is 
permanently increased by 20 feet. Lastly, if you use the Flash Step feature, or take the Dash 
action, until the end of your turn, you can form footholds underneath you using your own 


spiritual energy, and the spiritual particles in the air - you gain a flight speed equal to half 
your movement speed, until the end of your turn. 


If you finish your turn while in the air, you fall back down to the ground, however, you only 
receive half the fall damage. 


Shunko 


At 18th level, in an attempt to boost the power of your assassination capabilities and your 
close-quarters combat prowess, without relying on the loud and flashy powers of a Bankai, 
you have learned the stealth force’s unique martial art, that only its best members learn - 
Shunko, the ability to wreathe yourself in Kido and use it to amplify your martial capabilities. 


As a bonus action, you can spend a quarter of your maximum spiritual pressure points 
(rounded up) to activate Shunko, wreathing your arms and legs with extremely dense Kido 
that looks like lightning. While you have Shunk6 active, you gain the following benefits: 


e@ You gain a +2 bonus to your AC. 

e@ Your movement speed is doubled, and during the same turn you take the Dash 
action, you can run up walls, on ceilings, and atop the surface of water. Additionally, 
you are unaffected by difficult terrain. 

e@ Whenever you take the Attack action, you can make up to four attacks, instead of 
one (this does not stack with extra attack), but if you do, all of those attacks must be 
either unarmed strikes, or lightning blast attacks. Your unarmed strikes are 
considered magical for the purpose of overcoming resistance and immunity to 
nonmagical attacks and damage. Your unarmed strikes use your Dexterity modifier 
for their attack bonus, and deal lightning damage equal to 2d8 + your Dexterity 
modifier on a hit. Additionally, you can activate your Invisible Strike feature using 
your unarmed strikes. 

e Additionally, when you take the Attack action, you can replace two of your attacks 
with one lightning blast attack - make a ranged attack roll against a creature you see 
within 200 feet of you (if the creature is wearing metal armor, you make the attack 
roll with advantage). On a hit, the target takes 4d12 + your Dexterity modifier in 
lightning damage. 


Your Shunk lasts for 1 minute, after which you return to normal. You can use a bonus action 
to dismiss it, and it ends early if you are knocked unconscious. You cannot have both Shunko 
and Bankai active at the same time (you can still have Shunko and Shikai active at the same 
time). You can only activate ShunkO a number of times equal to half your proficiency bonus, 
rounded up. You regain all expended uses when you finish a long rest. 


The Kido Corps 


While not the best at wielding a Zanpakuto, your prowess with 
Kido, the spells of soul reapers, is great, and so you have been 
recruited to the kido corps - your job is to support your allies, 
however, that doesn’t mean you are incapable of fending for 
yourself with the might of Kido. 


Bonus Proficiency 


At 3rd level, you gain proficiency with Intelligence saving throws and the Arcana skill. 


Intelligent Fighting 


Also at 3rd level, you adjust your fighting style to suit the strengths of a member of the kido 
corps, covering for any potential weaknesses you might have in the future, when officially 
joining the kido corps. 


When you attack with an Asauchi, you can use your Intelligence modifier, instead of Strength 
or Dexterity, for the attack and damage rolls. Additionally, as a bonus action, you can roll 
1d100 and regain a number of Spiritual Pressure points equal to half the result, rounded up. 
You can only do this a number of times equal to your proficiency bonus. You regain all 
expended uses when you finish a long rest. 


Lastly, you can add your Intelligence modifier to your Initiative rolls. 


Kido Combatant 


At 7th level, you learn how to use your kido more swiftly during battle, to increase your 
prowess and survivability. When you take the Attack action, you can replace one of your 
attacks with a casting of a Kido spell. 


Additionally, you can use Intelligence as your spellcasting ability for your Kido spells. If you 
do, your Spell Attack Bonus and Spell Save DC for your Kido spells are calculated as follows: 


Spell Attack Bonus - 10 + your Intelligence modifier 
Spell Save DC - 10 + your proficiency bonus + your Intelligence modifier 


Additionally, you learn the following Kido spells: 


e@ Hado # 54 - you can use an action on your turn to cast Haien targeting a creature you 
see in range. 

e@ Hado #58 - you can use an action on your turn to cast Jenran targeting a creature 
you see in range. 

e@ Kaido - you can use an action on your turn to heal either yourself or a creature within 
a range of touch for 1d10 for every 15 spiritual pressure points you spend, up to 135 
points. 


Fighting Kido 


At 10th level, you further combine your fighting style with your Kido to improve your 
prowess as a Soul Reaper, making you a more valuable asset on the battlefield. When casting 
a Kido spell, you only need to pay an amount of spiritual pressure points equal to 10 times 
the first digit of the spell’s spell number (single-digit spell numbers are still treated as 10). 
Also, your Kaido now heals 1d10 for every 10 spiritual pressure points, up to 90 points. 


Additionally, you learn the following Kido spells: 


e Hado # 63 - you can use an action on your turn to cast Raikoho targeting a creature 
you see in range. 

e Hado # 88 - you can use an action on your turn to cast HiryU Gekizoku Shinten RaihO 
targeting a creature you see in range. 


Lastly, when you cast a Kido spell that affects other creatures that you can see, you can 
choose a number of them equal to 1 + your Intelligence modifier. The chosen creatures 
automatically succeed on their saving throws against the spell, and they take no damage if 
they would normally take half damage on a successful save. 


Improved Kido 


At 15th level, your general Kido capabilities improve. When you take the Attack action, you 
can replace one or more of your attacks with a casting of a Kido spell that has a casting time 
of one action or bonus action. 


Additionally, when you use a bonus action to regain Spiritual Pressure points, you now roll 
2d100 and regain a number of Spiritual Pressure points equal to half the result, rounded up. 


Lastly, your Kaido spell now heals 1d12 hit points for every 10 spiritual pressure points you 
spend, up to 90 points. 


Kido Master 


At 18th level, you become a master of Kido, capable of casting some of the strongest Kido 
spells there are with ease, unburdened by limitations other soul reapers face. As a bonus 


action, you can focus your Kido to the level of a nigh-unbeatable master. When you do, you 
gain the following benefits for 1 minute: 


e You gain a bonus to your AC equal to your Intelligence modifier. 

e@ When you take the Attack action, you can make up to three attacks as part of that 
action. 

e@ When a hostile creature you can see succeeds on a saving throw against one of your 
Kido spells, you can use your reaction to make them roll again, and take the lower 
save. This works on legendary resistances. You can only use this a number of times 
equal to half your proficiency bonus, rounded up, per activation of this feature. 

e You can cast the shield spell as a reaction, targeting either yourself, or an ally you can 
see within 50 feet of yourself. 


Once you use this feature, you can’t use it again until you finish a long rest. 
Additionally, you learn the following Kido spells: 


e@ Hado #90 - you can use an action on your turn to cast Kurohitsugi targeting a 
creature you See in range. 

e@ Hado # 91 - you can use an action on your turn to cast Senju KOten Taiho targeting 
yourself. 

e Hado # 96 - you can use an action on your turn to cast /tto KasO targeting a creature 
you see in range. 


Weapons & Armor 


Soul Weapons 


Asauchi - cost: ???, damage: 2d6 slashing damage, weight: 3 Ib., properties: Finesse. “A doll 
turned into a nameless blade, an Asauchi is a soul reaper’s first weapon, with it being their 
task to pour their soul into it, transforming it into something more.” 


Zanpakuto - cost: ???, damage: 2d8 slashing damage, weight: 6 Ib., properties: Finesse, 
versatile (2d10). “An Asauchi that has gained a name, a Zanpakuto is a soul reaper’s primary 
weapon. Usually in the shape of a katana, tachi or wakizashi, it is considered a soul reaper’s 
partner, however, some believe it to be something even more...” 


Soul Robes 


Shihakusho - AC: 12 + DEX, strength: none, stealth: none, weight: 10 Ib., cost: ???. “A soul 
reaper’s official garb, a shihakusho is a black kimono that covers their body. Its purpose is to 
signify that someone is a soul reaper, so its defensive benefits aren’t that great, but one can 
make it a formidable armor with their spiritual pressure.” 


Kido Spells 


Sai 

Duration - Concentration, up to 1 minute 

You make a horizontal swiping gesture at a creature you see within 30 feet of you, and 
attempt to lock their arms and legs behind their back. The target makes a Strength saving 
throw. On a failed save, they become Restrained for the duration of the spell. At the end of 
each of its turns, the target can make another Strength saving throw. On a success, the spell 
ends on the target. 


At higher spell numbers: when casting this spell at a spell number higher than its base, you 
can target a number of creatures equal to the first digit of the spell’s spell number, instead of 
just one. 


Byakurai 


Duration - Instantaneous 

You point at a creature you see within 80 feet of you, and shoot a concentrated bolt of 
lightning at them. Make a ranged spell attack. On a hit, the target takes 3d8 lightning 
damage. 


At higher spell numbers: when casting this spell at a spell number higher than its base, it 
deals Xd8 lightning damage, with X equaling the first digit of the spell’s spell number - 1, in 
addition to its regular damage. 


Shakkaho 


Duration - Instantaneous 

You point your hands at a creature you see within 120 feet of you, and shoot a ball of 
burning-hot spiritual energy at them. Make a ranged spell attack. On a hit, the target takes 
6d10 fire damage. 


At higher spell numbers: when casting this spell at a spell number higher than its base, it 
deals Xd10 fire damage, with X equaling the first digit of the spell’s spell number - 1, in 
addition to its regular damage. 


Sokatsui 


Duration - Instantaneous 

You make a gesture with your hands, and shoot blue flames in a 45 foot cone in front of you. 
Each creature in range must make a Dexterity saving throw, taking 6d8 fire damage ona 
failed save, or half as much on a successful one. 


At higher spell numbers: when casting this spell at a spell number higher than its base, it 
deals Xd8 fire damage, with X equaling the first digit of the spell’s spell number - 1, in 
addition to its regular damage. 


RikujOkoro 

Duration - Concentration, up to 5 minutes 

You point your hands at a creature you see within 60 feet of you, and attempt to hold them 
in place by impaling them with six rods of light. The target makes a Constitution saving 
throw. On a failed save, they take 4d10 radiant damage and are Incapacitated for the 
duration of the spell. On a successful save, they take half damage and suffer none of the 
spell’s other effects. 


At higher spell numbers: when casting this spell at a spell number higher than its base, you 
can target a number of creatures equal to half the first digit of the spell’s spell number 
(rounded down), instead of just one. 


Haien 


Duration - Instantaneous 
You fire a blast of purple flames at a creature you see in range. Make a ranged spell attack. 
On a hit, a target takes 10d10 fire damage. 


At higher spell numbers: when casting this spell at a spell number higher than its base, it 
deals Xd10 fire damage, with X equaling the first digit of the spell’s spell number - 1, in 
addition to its regular damage. 


Tenran 


Duration - Instantaneous 

You spin your Zanpakuto around in a direction you see, and send forth a blast of wind. Every 
creature within a 100 foot long and 5 foot wide line in the direction you aimed in must make 
a Constitution saving throw. On a failed save, they take 2d10 bludgeoning damage, and get 


pushed back a number of feet equal to the result times three. On a successful save, they take 
half damage, and do not get pushed back. 


At higher spell numbers: when casting this spell at a spell number higher than its base, the 
amount of feet a creature gets pushed back on a failed save equals the damage result times 
five. 


Raikoho 
Duration - Instantaneous 
You generate an orb of yellow lightning, and shoot it at a creature you see within 80 feet as a 


pillar of electric energy. The target makes a Dexterity saving throw. On a failed save, they 
take 8d12 lightning damage. On a successful save, they take half as much. 


At higher spell numbers: when casting this spell at a spell number higher than its base, it 
deals Xd12 lightning damage, with X equaling the first digit of the spell’s spell number - 1, in 
addition to its regular damage. 


Hiryu Gekizoku Shinten Raiho 


Duration - Instantaneous 

You point your hands at a point you see within 150 feet of you, and fire an explosive stream 
of electric spiritual pressure at it. Every creature within 20 feet of the point must make a 
Dexterity saving throw, taking 10d8 lightning damage ona failed save, or half as much ona 
successful one. 


At higher spell numbers: when casting this spell at a spell number higher than its base, it 
deals Xd8 lightning damage, with X equaling the first digit of the spell’s spell number - 1, in 
addition to its regular damage. 


Kurohitsugi 


Duration - Instantaneous 

You gesture at a creature you see within 120 feet of you, and form a black box of dense 
spiritual energy around the target, using it to crush and slash them. The target makes a 
Constitution saving throw. On a failed save, they take 20d6 force damage and 20d6 slashing 
damage. Ona successful save, they take half as much. 


Senju KOten Taiho 


Duration - 1 hour 

You generate ten pink spheres of light around yourself, which circle you. As part of the same 
action used to cast this spell, you can shoot as many of the spheres as you want at a creature 
you see within 120 feet of you. If you do, make a ranged spell attack for each sphere. Ona 
hit, the target takes 5d12 radiant damage. Whether you hit or miss, the sphere is expended. 
The spell ends early if you expend the last sphere. If you have four or more spheres 
remaining, they shed bright light in a 30-foot radius and dim light for an additional 30 feet. If 
you have one to three spheres remaining, they shed dim light in a 30-foot radius. 


Itto Kaso 


Duration - Instantaneous 

You pick a point you can see within 100 feet of you, and make a massive pillar of flaming 
spiritual pressure in the shape of a katana’s tip erupt there. Every creature within 40 feet of 
the point must make a Dexterity saving throw, taking 24d10 fire damage ona failed save, or 
half as much on a successful one. Regardless of the result, you take 4d12 damage when 
casting this spell. 


Monsters & Stat Blocks 


The following are rules and some sample stat blocks for monsters in the Bleach world. 


New monster classification - “Hollow” 


As the world of Bleach is inhabited by monsters known as Hollows, it would only be right to 
translate them into D&D (to the best of my abilities). 


Hollows are creatures born from human souls that, for various reasons, linger in the world of 
the living for too long without being properly put to rest and let into the afterlife. That 
lingering results in them eventually being corrupted by their regrets, transforming into 
Hollows - massive creatures with a hole where their heart is meant to be, and a mask 
covering their previously-human face. 


The process of a human soul becoming a Hollow can be accelerated by various means, such 
as the soul using its spiritual powers, succumbing to despair, or being attacked by an already 


existing Hollow, but if no such thing occurs, the process usually takes several months to a 
few years, and can be prevented at any point in time by having a soul reaper perform a 
purification ritual. 


Despite all Hollows being the same creature in essence, three types of them exist - normal, 
menos, and arrancar, with the menos type having three sub-types that are classified as their 
own sub-races of the Hollow race. Below are all the different types of Hollows: 


- Normal: the most common type of Hollow, this type is the weakest. They have no 
real uniformity to them, besides the fact that all of them have a rather animalistic 
appearance with bodies that are either black or another dark color, and the 
uniquely-patterned white mask they all wear. Despite being at the bottom of the 
Hollow hierarchy and food chain, they should still be approached with caution in 
mind, and a Zanpakuto in hand. 


- Menos: Spanish for “minus”, short for “menos grande” or “big minus” in Spanish, and 
“great hollow” in Japanese, this type of Hollow is actually a general classification for 
three types. While the three types are greatly different from one another, all menos 
start their lifecycle from the same type, that of the Gillian, which means all of them 
are created the same way. 

e Gillian - the foot soldiers of Hollow combat, Gillians are massive, towering 
creatures of pitch black, with identical white masks sporting a long, spear-like 
nose. All Gillians are created in the same manner - after devouring enough 
human souls, a Hollow finds itself incapable of being satisfied anymore by 
human souls and so, it resorts to cannibalism, devouring its fellow Hollows. 
All the cannibal Hollows are eventually drawn to one another, leading to a 
mass-devouring of each other, and at the end of it, a Gillian is born. While 
Gillians are usually completely identical, mindless beasts operating entirely on 
instinct due to the mass of Hollows they consist of making clear thought 
impossible, every once in a while, a single Hollow inside the Gillian has a 
strong enough personality to take over the entire Gillian, becoming its 
primary controller so long as it can stay on top, granting the Gillian a unique 
mask. 

e Adjuchas - the intermediary commanders of Hollow combat, Adjuchas are far 
smaller than Gillians, but are smarter, stronger and faster in exchange, 
sporting a variety of appearances ranging from animalistic to human, to 
monstrous, and anything in-between. An Adjuchas is created when a Gillian 
with a unique mask continues to cannibalize other Hollows, Gillians included, 
until it eventually evolves. While they are better than Gillians in every way 
due to being an evolution of them, Adjuchas still suffer from one massive 
downside - they must continue consuming other Hollows, lest they risk 


reverting to a Gillian and losing their individuality and personality. 
Additionally, they cannot ever risk having even a single piece of them 
consumed, as if that happens, they cannot continue their natural evolution, 
but in return, they can no longer revert into a Gillian. 

e Vasto Lorde - the highest level of natural Hollow evolution and the peak of 
their combat power, Vasto Lorde are exceedingly rare, with less than ten 
existing in the entire world at all times. They are small, swift and strong, with 
a humanoid appearance, and are major threats that should not be taken 
lightly. The way for an Adjuchas to become a Vasto Lorde is unknown - while 
the process most likely involves consuming a massive amount of Hollows, as 
not all Adjuchas are capable of achieving that evolution, it is possible that one 
must possess some sort of unique trait to be eligible for the evolution. 


Arrancar: the final stage of Hollow evolution, they are rather rare (though not nearly 
as rare as Vasto Lorde menos). Arrancars are known for having the most humanoid 
appearance of all Hollows, looking more humanoid the closer they were to the Vasto 
Lorde level of the menos type at the time of becoming an Arrancar, with Vasto Lorde 
that become Arrancar looking almost indistinguishable from regular humans, besides 
their potentially different skin color and the remains of their Hollow mask. While the 
process of an Arrancar being created is known, the method to achieve so is 
something people are rather unsure about. 

Regardless, an Arrancar is created when a major part of a Hollow’s mask is broken off 
from the rest of the mask, the part of the mask that is broken off becoming a bladed 
weapon similar to a soul reaper’s Zanpakuto, and yet different. If weaker Hollows of 
the Menos type, or even regular, non-Menos Hollows become Arrancar through 
natural means, the process seems to be incomplete in a way, their appearance being 
far more animalistic and their mask more so splitting open to reveal their face, rather 
than cleanly breaking off - it seems that in order for a complete Arrancar to be 
naturally created, the Hollow must be a Vasto Lorde, though whether that is an 
absolute or just leads to a cleaner process is unknown. Regardless, an Arrancar can 
be created from a Hollow of any class or type using artificial means, by employing 
some device or technique that is capable of breaking down the borders between 
Hollows and Soul Reapers, without any complications or significant decrease in 
power (besides the obvious differences in power between hollows of different 
menos sub-categories). 

Arrancar are capable of activating a form similar to a soul reaper’s Bankai, called 
“Resurreccion” - in this form, they merge with their Zanpakuto to regain their 
abilities from their previous Hollow form, while maintaining their capability for 
reason and rational thought. 


As a Hollow becoming an Arrancar can only be achieved by tearing off their mask to 
some degree, it is not considered a natural step in their evolution, whether they are 
created “naturally”, or artificially. 


Example Stat Blocks 


Below are some sample stat blocks for Hollows of various classifications and types, meant to 
challenge players of various levels. 


Normal Hollow 


Hollow 


Large Hollow(Normal), Chaotic Evil 


Armor Class 15 (natural armor) 
Hit Points 80 (11d10 + 20) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
20 (+5) 12 (+1) 14 (+2) 8 (-1) 10 (0) 10 (0) 


Saving Throws Con +5, Str +8, Wis +3 

Skills Intimidation +3, Perception +3, Stealth +4 

Damage Resistances Slashing, Piercing and Bludgeoning damage from 
nonmagical weapons, Necrotic damage 

Damage Immunities Poison, Acid 

Condition Immunities charmed, exhaustion, poisoned 

Senses Darkvision 60 ft., Spiritual Awareness 30 ft. (+3), passive 
Perception 13 

Languages Common 

Challenge 5 (1,800 XP) 


Ethereal Sight. The hollow can see 60 feet into the Ethereal Plane when 
it is on the Material Plane, and vice versa. 


Incorporeal Movement. The hollow can move through other creatures 
and objects as if they were difficult terrain. It takes 5 (1d 10) force 
damage if it ends its turn inside an object. 


Spiritual Energy. The hollow has a pool of spiritual energy points equal 
to 50 (1d100), that they can spend on various features and actions. 
Spiritual energy points gained from the hollow’s other features and 
actions can raise its spiritual energy points pool above its maximum, but 


any points that exceed the maximum last only for the next hour, after 
which they disappear. 


Spiritual Awareness. The hollow can spend 1 spiritual energy point as a 
free action to try and sense the spiritual energy of other beings in its 
range (listed in its senses). To do so, it makes a Spiritual Awareness 
(Wisdom) check, contested by the Stealth (Dexterity) check of all 
creatures in range, rendering them visible and making it impossible for 
them to hide from the hollow for the next hour if it wins the contest. 


ACTIONS 


Multiattack. The hollow makes two attacks, in any combination of claw 
slash attacks and acidic touch attacks. 


Additional Multiattack. The hollow can spend 8 spiritual energy points 
as a bonus action to use the multiattack action again. It can only do this 
once per turn. 


Claw Slash. Melee Weapon Attack: +8 to hit, reach 10 ft., one target. Hit: 
14 (2d8 + 5) slashing damage. 


Acidic Touch. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 8 
(1d6 + 5) acid damage. The target creature makes a DC 13 Constitution 
saving throw on the beginning of each of its turns. On a failed save, it is 
covered in acid and takes 3 (1d6) acid damage. On a successful save, it 
is no longer covered in acid. 


Soul Absorption (Recharge 6). Each creature within 30 feet of the hollow 
must make a DC 13 Constitution saving throw. On a failure, a target 
takes 9 (2d6 + 2) necrotic damage, and loses a number of spiritual 
pressure points equal to the damage, and the hollow regains half that 
number of spiritual energy points (rounded up). On a success, a target 
takes half the necrotic damage, and only loses a number of spiritual 
pressure points equal to half the damage they took, with the hollow 
regaining half that number of spiritual energy points (rounded up). 


Menos, Gillian 


Gillian 


Huge Hollow(Menos, Gillian), Chaotic Evil 


Armor Class 16 (natural armor) 
Hit Points 138 (12d12 + 60) 
Speed 20 ft. 


STR DEX CON INT WIS CHA 
PAGS) 10 (0) 16 (+3) 3 (-A) 3 (-4) 12 Gl) 


Saving Throws Con +7, Str +9 

Skills Intimidation +5, Perception +4 

Damage Resistances Slashing, Piercing and Bludgeoning damage from 
nonmagical weapons, Necrotic damage 

Damage Immunities Poison, Acid 

Condition Immunities charmed, exhaustion, poisoned 

Senses Darkvision 120 ft., Spiritual Awareness 60 ft. (+0), passive 
Perception 14 

Languages Common (only understands commands, only from other 
Hollows), Telepathy (only with other gillians) 

Challenge 9 (5,000 XP) 


Ethereal Sight. The gillian can see 120 feet into the Ethereal Plane when 
it is on the Material Plane, and vice versa. 


Incorporeal Movement. The gillian can move through other creatures 
and objects as if they were difficult terrain. It takes 16 (3d10) force 
damage if it ends its turn inside an object. 


Spiritual Energy. The gillian has a pool of spiritual energy points equal 
to 101 (2d100), that they can spend on various features and actions. 
Spiritual energy points gained from the gillian’s other features and 
actions can raise its spiritual energy points pool above its maximum, but 
any points that exceed the maximum last only for the next hour, after 
which they disappear. 


Spiritual Awareness. The gillian can spend 1 spiritual energy point as a 
free action to try and sense the spiritual energy of other beings in its 
range (listed in its senses). To do so, it makes a Spiritual Awareness 
(Wisdom) check, contested by the Stealth (Dexterity) check of all 
creatures in range, rendering them visible and making it impossible for 
them to hide from the gillian for the next hour if it wins the contest. 


ACTIONS 


Multiattack. The gillian makes three attacks: one claw slash attack and 
two acidic touch attacks. 


Additional Multiattack. The gillian can spend 12 spiritual energy points 
as a bonus action to use the multiattack action again. It can only do this 
once per turn. 


Claw Slash. Melee Weapon Attack: +9 to hit, reach 10 ft., one target. Hit: 
16 (2d10 + 5) slashing damage. 


Acidic Touch. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 
12 (2d6 + 5) acid damage. The target creature makes a DC 15 
Constitution saving throw on the beginning of each of its turns. Ona 
failed save, it is covered in acid and takes 7 (2d6) acid damage. On a 
successful save, it is no longer covered in acid. 


Cero (Recharge 4-6). The gillian spends 18 spiritual energy points as an 
action to fire a Cero at a point it sees within 40 feet of itself. Every 
creature within a 15-foot radius of that point must make a DC 12 
Dexterity saving throw, taking 33 (6d10) necrotic damage on a failed 
save, or half as much on a successful one. 


Soul Absorption (Recharge 6). Each creature within a 20-foot radius of 
the gillian must make a DC 15 Constitution saving throw. On a failure, a 
target takes 16 (3d8 + 3) necrotic damage, and loses a number of 
spiritual pressure points equal to the damage, and the gillian regains 
half that number of spiritual energy points (rounded up). On a success, 
a target takes half the necrotic damage, and only loses a number of 
spiritual pressure points equal to half the damage they took, with the 
gillian regaining half that number of spiritual energy points (rounded 


up). 
REACTIONS 


Negacion. When the gillian’s hit points drop below a quarter of its 
maximum, it can spend all of its remaining spiritual energy points as a 
reaction to telepathically communicate with a gillian in a different plane 
of existence, asking for their rescue. In response, the other gillian will 
open a negacion, teleporting the gillian to safety. This fails if an ability or 
spell that seals space, such as gate seal, is affecting the area where the 
gillian is currently standing. 


Menos, Adjuchas 


Adjuchas 


Large Hollow(Menos, Adjuchas), Neutral Evil 


Armor Class 18 (natural armor) 
Hit Points 161 (14d12 + 70) 


Speed 45 ft. 
STR DEX CON INT wis CHA 


22 (+6) 16 (+3) 18 (+4) 10 (0) 16 (+3) 14 (+2) 


Saving Throws Con +9, Str +11, Dex +8 

Skills Intimidation +7, Perception +8, Stealth +8 

Damage Resistances Slashing, Piercing and Bludgeoning damage from 
nonmagical weapons, Necrotic damage 

Damage Immunities Poison, Acid 

Condition Immunities charmed, exhaustion, poisoned 

Senses Darkvision 120 ft., Spiritual Awareness 90 ft. (+8), passive 
Perception 18 

Languages Common 

Challenge 13 (10,000 XP) 


Ethereal Sight. The adjuchas can see 160 feet into the Ethereal Plane 
when it is on the Material Plane, and vice versa. 


Incorporeal Movement. The adjuchas can move through other 
creatures and objects as if they were difficult terrain. It takes 27 (5d10) 
force damage if it ends its turn inside an object. 


Spiritual Energy. The adjuchas has a pool of spiritual energy points 
equal to 151 (3d100), that they can spend on various features and 
actions. Spiritual energy points gained from the adjuchas’ other features 
and actions can raise its spiritual energy points pool above its 
maximum, but any points that exceed the maximum last only for the 
next hour, after which they disappear. 


Spiritual Awareness. The adjuchas can spend 1 spiritual energy point as 
a free action to try and sense the spiritual energy of other beings in its 
range (listed in its senses). To do so, it makes a Spiritual Awareness 
(Wisdom) check, contested by the Stealth (Dexterity) check of all 
creatures in range, rendering them visible and making it impossible for 
them to hide from the adjuchas for the next hour if it wins the contest. 


ACTIONS 


Multiattack. The adjuchas makes three attacks: one punch attack and 
two acidic touch attacks. 


Additional Multiattack. The adjuchas can spend 25 spiritual energy 
points as a bonus action to use the multiattack action again. It can only 
do this once per turn. 


Punch. Melee Weapon Attack: +11 to hit, reach 10 ft., one target. Hit: 19 
(3d8 + 6) bludgeoning damage. 


Acidic Touch. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. Hit: 
13 (2d6 + 6) acid damage. The target creature makes a DC 17 
Constitution saving throw on the beginning of each of its turns. Ona 


failed save, it is covered in acid and takes 10 (4d4) acid damage. On a 
successful save, it is no longer covered in acid. 


Cero (Recharge 4-6). The adjuchas spends 35 spiritual energy points as 
an action to fire a Cero at a point it sees within 60 feet of itself. Every 
creature within a 25-foot radius of that point must make a DC 16 
Dexterity saving throw, taking 54 (12d8) necrotic damage on a failed 
save, or half as much on a successful one. 


Soul Absorption (Recharge 6). Each creature within a 30-foot radius of 
the adjuchas must make a DC 17 Constitution saving throw. On a 
failure, a target takes 22 (4d8 + 4) necrotic damage, and loses a number 
of spiritual pressure points equal to the damage, and the adjuchas 
regains half that number of spiritual energy points (rounded up). Ona 
success, a target takes half the necrotic damage, and only loses a 
number of spiritual pressure points equal to half the damage they took, 
with the adjuchas regaining half that number of spiritual energy points 
(rounded up). 


Garganta. The adjuchas spends all of its remaining spiritual energy 
points to open a gap in space and time, creating a passageway to a 
different plane of existence, allowing it to escape to safety. This fails if 
an ability or spell that seals space, such as gate seal, is affecting the area 
where the adjuchas is currently standing. 


REACTIONS 


Garganta. When the adjuchas's hit points drop below a quarter of its 
maximum, it can use the garganta action as a reaction. 


Menos, Vasto Lorde 


Vasto Lorde 


Medium Hollow(Menos, Vasto Lorde), Lawful Evil 


Armor Class 21 (natural armor) 
Hit Points 250 (20d12 + 120) 
Speed 60 ft. 


STR DEX CON INT WIS 
24 (+7) 18 (+4) 22 (+6) 18 (+4) 20 (+5) 18 (+4) 


Saving Throws Con +12, Str +13, Dex +10 
Skills Intimidation +10, Perception +11, Stealth +10 


Damage Resistances Slashing, Piercing and Bludgeoning damage from 
nonmagical weapons, Necrotic damage 
Damage Immunities Poison, Acid 
Condition Immunities charmed, exhaustion, poisoned 
Senses Darkvision 120 ft., Spiritual Awareness 120 ft. (+11), passive 
Perception 21 
Languages Common 
Challenge 17 (18 ,000 XP) 


Ethereal Sight. The vasto lorde can see 200 feet into the Ethereal Plane 
when it is on the Material Plane, and vice versa. 


Incorporeal Movement. The vasto lorde can move through other 
creatures and objects as if they were difficult terrain. It takes 38 (7d10) 
force damage if it ends its turn inside an object. 


Spiritual Energy. The vasto lorde has a pool of spiritual energy points 
equal to 202 (4d100), that they can spend on various features and 
actions. Spiritual energy points gained from the vasto lorde’s other 
features and actions can raise its spiritual energy points pool above its 
maximum, but any points that exceed the maximum last only for the 
next hour, after which they disappear. 


Spiritual Awareness. The vasto lorde can spend 1 spiritual energy point 
as a free action to try and sense the spiritual energy of other beings in 

its range (listed in its senses). To do so, it makes a Spiritual Awareness 
(Wisdom) check, contested by the Stealth (Dexterity) check of all 
creatures in range, rendering them visible and making it impossible for 
them to hide from the vasto lorde for the next hour if it wins the 

contest. 


Legendary Resistance (1/Day). \f the vasto lorde fails a saving throw, it 
can choose to succeed instead. 


ACTIONS | 


Multiattack. The vasto lorde makes three attacks: one stab attack, and 
two acidic touch attacks. 


Sonido. The vasto lorde can spend 30 spiritual energy points as an 
action to use one cero attack, then move up to an enemy within 80 feet 
of itself and make one claw slash attack. 


Stab. Melee Weapon Attack: +13 to hit, reach 10 ft., one target. Hit: 20 
(3d8 + 7) piercing damage. 


Claw Slash. Melee Weapon Attack: +13 to hit, reach 5 ft., one target. Hit: 
21 (4d6 + 7) slashing damage. 


Acidic Touch. Melee Weapon Attack: +13 to hit, reach 5 ft., one target. Hit: 
17 (3d6 + 7) acid damage. The target creature makes a DC 20 
Constitution saving throw on the beginning of each of its turns. Ona 
failed save, it is covered in acid and takes 12 (5d4) acid damage. On a 
successful save, it is no longer covered in acid. 


Cero (Recharge 4-6). The vasto lorde spends 45 spiritual energy points 
as an action to fire a Cero at a point it sees within 90 feet of itself. Every 
creature within a 35-foot radius of that point must make a DC 18 
Dexterity saving throw, taking 63 (14d8) necrotic damage on a failed 
save, or half as much on a successful one. 


Soul Absorption (Recharge 6). Each creature within a 30-foot radius of 
the vasto lorde must make a DC 20 Constitution saving throw. Ona 
failure, a target takes 24 (4d8 + 6) necrotic damage, and loses a number 
of spiritual pressure points equal to the damage, and the vasto lorde 
regains half that number of spiritual energy points (rounded up). Ona 
success, a target takes half the necrotic damage, and only loses a 
number of spiritual pressure points equal to half the damage they took, 
with the vasto lorde regaining half that number of spiritual energy 
points (rounded up). 


Garganta. The vasto lorde spends all of its remaining spiritual energy 
points to open a gap in space and time, creating a passageway to a 
different plane of existence, allowing it to escape to safety. This fails if 
an ability or spell that seals space, such as gate seal, is affecting the area 
where the vasto lorde is currently standing. 


REACTIONS 


Garganta. When the vasto lorde’s hit points drop below a quarter of its 
maximum, it can use the garganta action as a reaction. 


Legendary Actions 


The Vasto Lorde can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used at a time 
and only at the end of another creature's turn. The Vasto Lorde regains 
spent legendary actions at the start of its turn. 

Move. The Vasto Lorde moves up to its speed without provoking 
opportunity attacks. 

Stab. The Vasto Lorde makes one stab attack. 

Cero (Costs 2 Actions). The Vasto Lorde makes one cero attack. 


Arrancar 


Arrancar 


Medium Hollow(Arrancar), True Neutral 


Armor Class 22 (natural armor) 
Hit Points 321 (31d12 + 120) 
Speed 90 ft. 


STR DEX CON INT WIS CHA 
26 (+8) 20 (+5) 24 (+7) 20 (+5) 22 (+6) 20 (+5) 


Saving Throws Con +14, Str +15, Dex +12 
Skills Intimidation +12, Perception +13, Stealth +12 
Damage Resistances Slashing, Piercing and Bludgeoning damage from 
nonmagical weapons 
Damage Immunities Poison, Acid, Necrotic 
Condition Immunities charmed, exhaustion, poisoned 
Senses Darkvision 120 ft., Spiritual Awareness 150 ft. (+13), passive 
Perception 23 
Languages Common 
Challenge 20 (33 ,000 XP) 


Ethereal Sight. The arrancar can see 240 feet into the Ethereal Plane 
when it is on the Material Plane, and vice versa. 


Incorporeal Movement. The arrancar can move through other creatures 
and objects as if they were difficult terrain. It takes 49 (9d10) force 
damage if it ends its turn inside an object. 


Spiritual Energy. The arrancar has a pool of spiritual energy points 
equal to 252 (5d100), that they can spend on various features and 
actions. Spiritual energy points gained from the arrancar’s other 
features and actions can raise its spiritual energy points pool above its 
maximum, but any points that exceed the maximum last only for the 
next hour, after which they disappear. 


Spiritual Awareness. The arrancar can spend 1 spiritual energy point as 
a free action to try and sense the spiritual energy of other beings in its 
range (listed in its senses). To do so, it makes a Spiritual Awareness 
(Wisdom) check, contested by the Stealth (Dexterity) check of all 
creatures in range, rendering them visible and making it impossible for 
them to hide from the arrancar for the next hour if it wins the contest. 


Resurreccion. When the arrancar’s hit points drop below half of its 
maximum, it will activate its resurreccién, merging with its 


zanpakuto-like blade to achieve a new, powered up form. It uses the 
arrancar (resurrecci6n) stat block for the next hour. For the 
Resurreccion stat block's hit points and spiritual energy points, it simply 
uses half the arrancar stat block's hit points (157 on average, 15d12 + 60 
if you rolled) as its new maximum and starts with its hit points fully 
recovered, and the amount of spiritual energy points the arrancar had 
at the moment of transformation. Additionally, all of its actions are 
recharged (it does not recharge its legendary resistances). 


Legendary Resistance (2/Day). \f the arrancar fails a saving throw, it can 
choose to succeed instead. 


ACTIONS 


Multiattack. The arrancar makes three attacks: one slash attack, and 
two acidic touch attacks. 


Sonido. The arrancar can spend 35 spiritual energy points as an action 
to use one cero attack, then move up to an enemy within 110 feet of 
itself and make one claw slash attack. 


Slash. Melee Weapon Attack: +15 to hit, reach 10 ft., one target. Hit: 26 
(4d8 + 8) slashing damage. 


Claw Slash. Melee Weapon Attack: +15 to hit, reach 5 ft., one target. Hit: 
22 (4d6 + 8) slashing damage. 


Acidic Touch. Melee Weapon Attack: +15 to hit, reach 5 ft., one target. Hit: 
22 (4d6 + 8) acid damage. The target creature makes a DC 22 
Constitution saving throw on the beginning of each of its turns. Ona 
failed save, it is covered in acid and takes 15 (6d4) acid damage. On a 
successful save, it is no longer covered in acid. 


Cero (Recharge 4-6). The arrancar spends 40 spiritual energy points as 
an action to fire a Cero at a point it sees within 140 feet of itself. Every 
creature within a 35-foot radius of that point must make a DC 20 
Dexterity saving throw, taking 72 (16d8) necrotic damage on a failed 
save, or half as much on a successful one. 


Soul Absorption (Recharge 5-6). Each creature within a 45-foot radius of 
the arrancar must make a DC 22 Constitution saving throw. On a failure, 
a target takes 29 (5d8 + 7) necrotic damage, and loses a number of 
spiritual pressure points equal to the damage, and the arrancar regains 
half that number of spiritual energy points (rounded up). On a success, 
a target takes half the necrotic damage, and only loses a number of 
spiritual pressure points equal to half the damage they took, with the 
arrancar regaining half that number of spiritual energy points (rounded 
up). 


Descorrer. The arrancar spends all of its remaining spiritual energy 
points to open a gap in space and time, creating a passageway to a 
different plane of existence, allowing it to escape to safety. This fails if 
an ability or spell that seals space, such as gate seal, is affecting the area 
where the arrancar is currently standing. 


REACTIONS 


Descorrer. When the arrancar’s hit points drop below a quarter of its 
maximum, it can use the descorrer action as a reaction. 


Hierro. When the arrancar is hit by an attack or spell that uses an attack 
roll, they can use a reaction to spend spiritual energy points in multiples 
of 10, increasing their AC by +1 for every 10 points they spend, up toa 
+5 bonus. 


Legendary Actions 


The Arrancar can take 3 legendary actions, choosing from the options 
below. Only one legendary action option can be used at a time and only 
at the end of another creature's turn. The Arrancar regains spent 
legendary actions at the start of its turn. 

Move. The Arrancar moves up to its speed without provoking 
opportunity attacks. 

Slash. The Arrancar makes one slash attack. 

Cero (Costs 2 Actions). The Arrancar makes one cero attack. 


Arrancar (Resurreccion) 


Arrancar (Resurreccién) 


Medium Hollow(Arrancar, Resurreccion), True Neutral 


Armor Class 24 (natural armor) 
Hit Points (see the arrancar stat block) 
Speed 120 ft. 


STR DEX CON INT WIS CHA 
30 (+10) 26 (+8) 30 (+10) 20 (+5) 22 (+6) 24 (+7) 


Saving Throws Con +19, Str +19, Dex +17 
Skills Intimidation +16, Perception +15, Stealth +17 


Damage Resistances Slashing, Piercing and Bludgeoning damage from 
nonmagical weapons 
Damage Immunities Poison, Acid, Necrotic 
Condition Immunities charmed, exhaustion, poisoned 
Senses Darkvision 120 ft., Spiritual Awareness 150 ft. (+15), passive 
Perception 25 
Languages Common 
Challenge 22 (33 ,000 XP) 


Ethereal Sight. The arrancar can see 300 feet into the Ethereal Plane 
when it is on the Material Plane, and vice versa. 


Incorporeal Movement. The arrancar can move through other creatures 
and objects as if they were difficult terrain. It takes 49 (9d10) force 
damage if it ends its turn inside an object. 


Spiritual Energy. (See the arrancar stat block) 


Spiritual Awareness. The arrancar can spend 1 spiritual energy point as 
a free action to try and sense the spiritual energy of other beings in its 
range (listed in its senses). To do so, it makes a Spiritual Awareness 
(Wisdom) check, contested by the Stealth (Dexterity) check of all 
creatures in range, rendering them visible and making it impossible for 
them to hide from the arrancar for the next hour if it wins the contest. 


Legendary Resistance (3/Day). |f the arrancar fails a saving throw, it can 
choose to succeed instead. 


ACTIONS 


Multiattack. The arrancar makes three attacks: one stab attack, and 
two acidic touch attacks. 


Sonido. The arrancar can spend 35 spiritual energy points as an action 
to use one cero attack, then move up to an enemy within 110 feet of 
itself and make one claw slash attack. 


Stab. Melee Weapon Attack: +19 to hit, reach 10 ft., one target. Hit: 32 
(5d8 + 10) piercing damage. 


Claw Slash. Melee Weapon Attack: +19 to hit, reach 5 ft., one target. Hit: 
27 (5d6 + 10) slashing damage. 


Acidic Touch. Melee Weapon Attack: +19 to hit, reach 5 ft., one target. Hit: 
24 (4d6 + 10) acid damage. The target creature makes a DC 27 
Constitution saving throw on the beginning of each of its turns. Ona 
failed save, it is covered in acid and takes 17 (7d4) acid damage. On a 
successful save, it is no longer covered in acid. 


Cero (Recharge 4-6). The arrancar spends 40 spiritual energy points as 
an action to fire a Cero at a point it sees within 130 feet of itself. Every 
creature within a 40-foot radius of that point must make a DC 25 
Dexterity saving throw, taking 72 (16d8) necrotic damage on a failed 
save, or half as much on a successful one. 


Gran Rey Cero (Recharge 1). The arrancar spends 60 spiritual energy 
points as an action to fire a Cero mixed with their own blood at a point 
it sees within 160 feet of itself. Every creature within a 50-foot radius of 
that point must make a DC 25 Dexterity saving throw, taking 108 (24d8) 
necrotic damage on a failed save, or half as much on a successful one. 


Soul Absorption (Recharge 5-6). Each creature within a 45-foot radius of 
the arrancar must make a DC 27 Constitution saving throw. On a failure, 
a target takes 37 (5d10 + 10) necrotic damage, and loses a number of 
spiritual pressure points equal to the damage, and the arrancar regains 
half that number of spiritual energy points (rounded up). On a success, 
a target takes half the necrotic damage, and only loses a number of 
spiritual pressure points equal to half the damage they took, with the 
arrancar regaining half that number of spiritual energy points (rounded 


up). 


Descorrer. The arrancar spends all of its remaining spiritual energy 
points to open a gap in space and time, creating a passageway to a 
different plane of existence, allowing it to escape to safety. This fails if 
an ability or spell that seals space, such as gate seal, is affecting the area 
where the arrancar is currently standing. 


Revert. As an action, the arrancar can deactivate their Resurreccién, and 
return to their normal form. Use the arrancar stat block once more. 


REACTIONS 


Descorrer. When the arrancar’s hit points drop below a quarter of its 
maximum, it can use the descorrer action as a reaction. 


Hierro. When the arrancar is hit by an attack or spell that uses an attack 
roll, they can use a reaction to spend spiritual energy points in multiples 
of 10, increasing their AC by +1 for every 10 points they spend, up to a 
+5 bonus. 


Legendary Actions 


The Arrancar can take 3 legendary actions, choosing from the options 
below. Only one legendary action option can be used at a time and only 
at the end of another creature's turn. The Arrancar regains spent 
legendary actions at the start of its turn. 


Slash. The Arrancar makes one slash attack. 

Cero (Costs 2 Actions). The Arrancar makes one cero attack. 

Gran Rey Cero (Costs 3 Actions). The Arrancar makes one gran rey cero 
attack. 


A note to DMs: 

Needless to say, these are just example stat blocks of the most bare-bones, basic hollows, 
to show roughly what their power level should be (in my opinion), and a general set of 
abilities they can have. Since Bleach is a vast series with many characters, it has a wide 
array of powers, and its antagonists are no different - there are hollows that can do 
anything ranging from essentially playing entirely as spellcasters, hollows that are brute 
force, unga bunga martials, and hollows that can do a healthy mix of both. Because of 
that, | would highly recommend using these stat blocks as a template to create your own 
hollows off of, and not as actual stat blocks to run without any adjustments or changes. 


Jin Kariya 


(A note to DMs - the following stat block is not an example or template, but a fully-designed 
stat block meant to be run as-is) 


Jin Kariya 


Medium Human(Bount), Lawful Evil | 


Armor Class 19 (natural armor) 
Hit Points 210 (17d12 + 100) 
Speed 45 ft. 


STR DEX CON INT wis CHA 
24 (+7) 17 (+3) 20 (+5) 18 (+4) 20 (+5) 18 (+4) 


Saving Throws Dex +8, Wis +10, Cha +9 
Skills Perception +10, Stealth +8, Athletics +12 
Damage Resistances Slashing, Piercing and Bludgeoning damage from 
nonmagical attacks, Poison, Lightning 
Damage Immunities Necrotic 
Condition Immunities charmed 
Senses Darkvision 120 ft., Spiritual Awareness 60 ft. (+10), passive 
Perception 20 
Languages Common 
Challenge 15 (13,000 XP) 


Ethereal Sight. jin Kariya can see 120 feet into the Ethereal Plane when 
he is on the Material Plane, and vice versa. 


Spiritual Energy. Jin Kariya has a pool of spiritual energy points equal to 
202 (4d100), that he can spend on various features and actions. 
Spiritual energy points gained from his other features and actions can 
raise his spiritual energy points pool above its maximum, but any points 
that exceed the maximum last only for the next hour, after which they 
disappear. 


Spiritual Awareness. jin Kariya can spend 1 spiritual energy point as a 
free action to try and sense the spiritual energy of other beings in his 
range (listed in his senses). To do so, he makes a Spiritual Awareness 
(Wisdom) check, contested by the Stealth (Dexterity) check of all 
creatures in range, rendering them visible and making it impossible for 
them to hide from jin Kariya for the next hour if he wins the contest. 


Legendary Resistance (3/Day). If Jin Kariya fails a saving throw, he can 
choose to succeed instead. 


Regeneration. At the start of each of his turns, if Jin Kariya has at least 1 
hit point, he can spend 20 spiritual energy points to regain a number of 
hit points equal to 27 (5d10). If he takes radiant damage, this trait 
doesn't function at the start of his next turn. 


Bitto. When Jin Kariya’s hit points drop below half his maximum, he will 
activate bitto by sacrificing half of his spiritual energy points - for the 
next hour, he can take two actions and reactions each round, he has 
advantage on all attack rolls, saving throws and skill checks he makes, 
he can add his proficiency bonus to the damage roll of all melee attacks 
he makes, and he can add his Charisma modifier to the damage roll of 
all spells he casts. 


ACTIONS 


Multiattack. Jin Kariya makes three attacks, only one of which can bea 
Lightning Blade attack. 


Lightning Blade. Melee Weapon Attack: +12 to hit, reach 5 ft., one target. 
Hit: 20 (3d8 + 7) slashing damage and 11 (1d8 + 7) lightning damage. 


Unarmed Strike. Melee Weapon Attack: +12 to hit, reach 5 ft., one 
creature. Hit: 17 (3d6 + 7) bludgeoning damage. 


Windestanz (20 spiritual energy points). Jin Kariya chooses one creature 
he sees within 80 feet of himself. The target, and anyone within 10 feet 
of it, must make a DC 20 Strength saving throw. On a failure, they take 
34 (6d8 + 7) bludgeoning damage, and get flung 20 feet into the air. On 
a success, they take half damage and do not get flung into the air. 


Wind Licht Schneide (20 spiritual energy points). Ranged Weapon Attack: 
+12 to hit, reach 60 ft., one creature. Hit: 21 (4d6 + 7) slashing damage. 


Reishi Absorption (Recharge 6). Each creature within a 40-foot radius of 
Jin Kariya must make a DC 18 Constitution saving throw. On a failure, a 
target takes 23 (4d8 + 5) necrotic damage, and loses a number of 
spiritual pressure points equal to the damage, and Jin Kariya regains 
half that number of spiritual energy points (rounded up). On a success, 
a target takes half the necrotic damage, and only loses a number of 
spiritual pressure points equal to half the damage they took, with Jin 
Kariya regaining half that number of spiritual energy points (rounded 
up). 


Reactions 


Wind Barrier. When Jin Kariya is hit by an attack or spell that uses an 
attack roll, he can use a reaction to spend spiritual energy points in 
multiples of 10, increasing his AC by +1 for every 10 points they spend, up 
to a +5 bonus. 


Legendary Actions 


Jin Kariya can take 3 legendary actions, choosing from the options 
below. Only one legendary action option can be used at a time and only 
at the end of another creature's turn. Jin Kariya regains spent legendary 
actions at the start of his turn. 


Move. Jin Kariya moves up to his speed without provoking opportunity 
attacks. 


Regeneration. jin Kariya can activate his regeneration early, however, 
he only recovers half the usual amount (rounded up). 

Lightning Blade (Costs 2 Actions). Jin Kariya makes one lightning blade 
attack. 


Alternative Rules 


Spiritual Pressure 


Due to the random nature of rolling for your Spiritual Pressure points, which some players 
may not like, an alternative ruleset has been devised. The ruleset is as follows: 
e Spiritual Pressure Points pool - the amount of Spiritual Pressure points you have at 
any level equals your soul reaper level plus your proficiency bonus (example: at 1st 
level, you would have 3 points). 


Feature costs - the normal version of the pressure exertion feature costs 1 spiritual 
pressure point. The powered up version costs 3 spiritual pressure points. The soul 
detection feature costs 1 spiritual pressure point. The flash step feature costs 1 
spiritual pressure point. 

Kido Spells cost - All Kido spells cost an amount of spiritual pressure points equal to 
the first digit of the spell’s number to cast (example: Hado #33 costs 3 spiritual 
pressure points, Bakudo #61 costs 6 spiritual pressure points). 

Shikai cost - the cost of activating your Shikai is 2 spiritual pressure points. 
Additionally, the cost of activating your Shikai’s manipulation feature is 1 spiritual 
pressure point for each level of the spell engraved. Lastly, you can only activate your 
Shikai a number of times equal to your proficiency bonus. You regain all expended 
uses when you finish a long rest. 

Hell Butterfly cost - the cost of using the plane shift spell as part of the hell butterfly 
feature is 4 spiritual pressure points. Additionally, you can use it a number of times 
equal to half your proficiency bonus (rounded up). You regain all expended uses 
when you finish a long rest. 

Bankai cost - the cost of activating your Bankai is 6 spiritual pressure points. 
Additionally, the cost of activating your Bankai’s manipulation feature is 1 spiritual 
pressure point for each level of the spell engraved. Lastly, you can only activate your 
Bankai a number of times equal to half your proficiency bonus (rounded up). You 
regain all expended uses when you finish a long rest. 

The Blade and You changes - activating your Shikai costs O spiritual pressure points, 
and activating your Bankai costs 3 spiritual pressure points. 


Hollows 


If you used the above alternative rules for Spiritual Pressure, please use the following rules 


when running Hollows instead of the regular rules (whenever applicable). 


Spiritual Energy Points Pools - the spiritual energy for each class of hollow is 
calculated as follows: 

- Hollow: 24 (4d10 + 2) 

- Gillian: 39 (8d8 + 3) 

- Adjuchas: 54 (9d10 + 4) 

- Vasto Lorde: 69 (14d8 + 6) 

- Arrancar: 81 (21d6 + 7) 
Additional Multiattack/Sonido cost - the cost of the Additional Multiattack/Sonido action 
for each class of hollow is as follows: 

- Hollow: 4 points. 

- Gillian: 6 points. 

- Adjuchas: 8 points. 

- Vasto Lorde: 10 points. 

- Arrancar: 12 


Cero/Gran Rey Cero cost - the cost of the Cero/Gran Rey Cero attack for each class of 
hollow is as follows: 

- Gillian: 8 points. 

- Adjuchas: 10 points. 

- Vasto Lorde: 12 points. 

- Arrancar: 16 points. 

- Arrancar (Resurrecci6n): 16 points, 22 points. 
Soul Absorption formula - when a creature fails their saving throw against the Soul 
Absorption attack of any class of hollow, they lose a number of Spiritual Pressure points 
equal to a quarter of the damage they took, and the hollow regains a number of Spiritual 
Energy points equal to half the damage the creature received. If the creature succeeds, 
they lose no Spiritual Pressure points, and the hollow regains no Spiritual Energy points. 
Hierro cost - when an arrancar and an arrancar (Resurrecci6n) use their Hierro ability as 
a reaction, they can pay Spiritual Energy points in multiples of 5 instead of 10, and gaina 
+1 bonus to their AC for every 5 points they spend instead of 10, up to a maximum of +5. 


Jin Kariya 


If you used the above alternative rules for Spiritual Pressure, please use the following rules 
when running Jin Kariya instead of the regular rules (whenever applicable). 


Spiritual Energy Points Pools - the spiritual energy for Jin Kariya is calculated as 
follows - 68 (14d8 + 5) 

Regeneration cost - the Regeneration feature for Jin Kariya costs 10 spiritual energy 
points for 16 (3d10) hit points. 

Windestanz cost - the Windestanz attack costs 10 spiritual energy points to activate. 
Wind Licht Schneide cost - the Wind Licht Schneide attack costs 10 spiritual energy points 
to activate. 

Reishi Absorption formula - when a creature fails their saving throw against Jin Kariya’s 
Reishi Absorption attack, they lose a number of Spiritual Pressure points equal to a 
quarter of the damage they took, and Jin Kariya regains a number of Spiritual Energy 
points equal to half the damage the creature received. If the creature succeeds, they lose 
no Spiritual Pressure points, and Jin Kariya regains no Spiritual Energy points. 

Wind Barrier cost - when Jin Kariya uses his Wind Barrier ability as a reaction, he can pay 
Spiritual Energy points in multiples of 5 instead of 10, and gain a +1 bonus to his AC for 
every 5 points he spends instead of 10, up to a maximum of +5. 


Seated Officer 


If you used the above alternative rules for Spiritual Pressure, please use the following rules 
for the Seated Officer military designation instead of the regular rules (whenever 


applicable). 


Powerful Imbuement cost - the powerful imbuement feature costs a minimum of 3 
spiritual pressure points for the initial damage, and an additional 3 spiritual pressure 
points for the additional damage. 

Lieutenant’s Shikai cost - the long reach benefit costs 2 spiritual pressure points. The 
piercing blast benefit costs 2 spiritual pressure points for the normal version, and 4 
spiritual pressure points for the powered version. The area strike benefit costs 3 
spiritual pressure points. 

Captain Promotion cost - the overwhelming might benefit costs 6 spiritual pressure 
points. The ineluctable aim benefit costs 6 spiritual pressure points. The unmatched 
speed benefit costs 6 spiritual pressure points. 


Stealth Force 


If you used the above alternative rules for Spiritual Pressure, please use the following rules 


for the Stealth Force military designation instead of the regular rules (whenever applicable). 


e Invisible Strike cost - the invisible strike feature costs 3 spiritual pressure points. 
e Shunko cost - the shunko feature costs 6 spiritual pressure points. 
Kido Corps 


If you used the above alternative rules for Spiritual Pressure, please use the following rules 


for the Kido Corps military designation instead of the regular rules (whenever applicable). 


Intelligent Fighting recovery - when you use a bonus action to regain Spiritual 
Pressure points, you roll a 1d10 and regain a number of Spiritual Pressure points 
equal to the result (you can not exceed your maximum). 

Kido Combatant healing - you can use an action on your turn to heal either yourself 
or a creature within a range of touch for 1d10 for every 1 spiritual pressure point you 
spend, up to 9 points. 

Fighting Kido cost - when casting a Kido spell, you only need to pay a number of 
spiritual pressure points equal to half the first digit of the spell’s spell number 
(rounded down, minimum of 1). 

Improved Kido recovery - when you use a bonus action to regain Spiritual Pressure 
points, you roll a 2d10 and regain a number of Spiritual Pressure points equal to the 
result (you can not exceed your maximum). Additionally, you can use an action on 
your turn to heal either yourself or a creature within a range of touch for 1d12 for 
every 1 spiritual pressure point you spend, up to 9 points. 


